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What games will be 
scorching your 

cathode ray tubes this 
Christmas? 

Find out with 
Sinclair User’s ‘Top’ 
Secret utterly 
exclusive and 
completely definitive 
guide to all the games 
that will matter. 

Sinclair User 
picks this year’s hot 
games. 



imil ZAPPING THE ENERGY 
You can't beat a good old- fashioned zap! 

U ridium reduced the C64 charts to 
rubble last Spring and the Spectrum 

version is just as good. Fly your ship along the 
hull of a gigantic space battleship, blowing 
away the opposition as you go. The screen 
scrolls back and fore smoothly and at speed. 
The graphics look good: the tremendous 
effect of shadow and 3D relief as you fly over 
the mothership has been retained and the 
gameplay up-rated to suit Spectrum’s speed. 
Commodore-lovers will get a shock: they’ve 
been using Uridium as proof of C64 
superiority all year. They were wrong. 
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eanwhile a new action 
[label, Faster Than 

Light, has produced a 
spectacular first game, 
Lightforce. It's a high-speed 
nerve-jangler with beautiful 
background landscapes and 
fast action laid over the top. It 
actually looks like a real 
arcade machine: jungles, ice 
deserts, cities and water 
worlds form classy backdrops 
to the fire and fury, without a 
single colour clash. Old 
Spectrum hands will double- 
take on that claim, but it's 
true. 
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M; ore of a mystery is 
> Elite’s Space Harrier. 

Ambitious this: how do you cram 
that incredible solid 3D arcade hit 
into a bog-standard 48K home 
computer? Elite’s programmers 
are trying very hard - cockpit 
view, scrolling landscapes, and 
the bad guys hurtling towards you, 
getting bigger as they come. 
There’s not enough game yet to 
judge for sure, but if they make it, 
you’ll want it: check it out first 
before you buy. It could be a 
monster hit. 

Another couple of 
space operas worth 

waiting for are Academy 
and Cyborg, both from 
CRL. Academy's the 
sequel to Tau Ceti, and 
takes you to the GalCorp 
training planet for 20 
different scenarios which 
show off Peter Cooke’s 3D 
graphics routines to great 
effect. You also have to 
build your own spacecraft 
in a separate configuration 
program, select weapons, 
shields and so on, and also 
completely redesign the 
cockpit. Likely to be even 
bigger is Cyborg, an 
arcade-adventure with 3D 
graphics in which you zap 
your way to the heart of 
hostile asteroid searching 
for five scientists. The first 
game, incidentally, to 
feature a black hero, even 
if he is partly constructed in 
steel. Don’t miss the finale 
. . . you’ll have to learn 
Alien Basic to reprogram 
the main computer and win! 
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Ariolasoft is bring 
out Challenge of 

the Gobots based on the 
Saturday morning SF 
fantasy TV cartoon 
series. 

Mark Eyles who 
designed Hijack and 
Aliens for Electric 
Dreams is developing 
the plot and storyboards 
so it should be good. 

reat Escape is the impressive 3D arcade adventure. Superb 
programming by Denton Designs for Ocean gives you a very 

realistic POW camp and any number of ways to break out. Will you 
cut the wire, dig for freedom or try to bluff your way through the 
front gate? Whichever you choose, you have to assemble the right 
gear, and avoid the guards. Clever use of illuminated pixels gives 
searchlights, torches and night and day graphics which build 
atmosphere. 255 screens of WWII paranoia. 



game. The fighter pilot film's carving up 
the boxotfice records in the US. Can the 
game do the business over here? It's in 
two parts. In the first, you test your pilot's 
skills against your flying instructors. In the 
second, you take those skills into battle, 
It's for one or two players, but if you're 
expecting a flight simulation, you'll be 
disappointed, Top Gun is all action! 
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Also from Ocean comes Top Gun the 
company's first 'vector graphics' 

sum 



E ectric Dreams has picked a sure winner with Aliens. Digitised pix of the 
A^Vstars add class to a strategy/blast game which asks you to control your 
team of film characters against the prodigious black beasties. They come for 
you pretty fast too, so keep your wits about you. Select a character and the 
screen opens up to show the view through their eyes. 3D animation gives your 
brain cells a rest as you blast the aliens with whatever weapons you can find. 
Sound is used to good effect too, with heartbeats thumping adrenalin into your 
trigger finger. Good ‘n’ tense. All three types of alien are here, from the crab-like 
‘hand’ to the awesome Queen herself. With that sort of parental control, it’s no 
wonder the little aliens eat up all their dinner so energetically. 



XT 
ard on the Aliens' heels comes the 

■I ■■good old Starship enterprise. Cap'n 
Kirk, Sulu, Chekov, Spock, Bones and 
Scotty all figure prominently in this massive 
space opera, and guess what - they get their 
pictures digitised as well. Search through an 
Elite-style 1000-star systems and solve 255 
separate mini-quests in order to foil the 
Klingons's latest attempt at galactic 
domination - ranging from finding dilithium 
crystals to rescuing kidnapped dignitaries. 
Select characters to perform various 
functions according to ability. Spock 
analyses data, Chekov navigates, Kirk 
fights. Battles involve setting the right 
course to give you a good position and then 
choosing where you want to target your 
phasers on a diagram of the enemy ship. 
Learn the weaknesses of the various craft by 
trial and error ... as you notch up kills so 
vour accuracy improves. The full Star Trek 
epic isn't anvwhere near complete yet, 
though. Will the enormous programming 
team make that Christmas deadline? 



Finally, on another level 
entirely, a third SF movie joins 

the ranks of the film tie-ins: Flash 
Gordon is Mastertronic's budget 

reply to the big guns. A three-part 
game. Flash Gordon combines one- 

on-one martial arts combat with a 

dodge game and an airborne zap 

finale. First defeat your enemies 
hand-to-hand with an array of ten or 

so kicks, punches, jumps and ducks. 

You also get to use a gun, which is 

more than they'll give you in most 

other fight games! Then hop on your 

bike and negotiate the 
extraterrestrial obstacle course 

before finally taking to the air and 

blasting away at those funny men 

with wings strapped to their backs. 

It's all slightly tongue-in-cheek - 

Flash Gordon doesn't pretend to be 

the world's most advanced program. 

But it's a good taster for newcomers 

and it's cheap. 



IN THE 
QUIETER 
MOMENTS 
If you can’t wait, it’s out already. 

But, I’d bet big bucks that Domark’s 
Trivial Pursuit will still be selling like 
hot cakes right up to the moment 
Santa hauls the reindeer out of cold 
storage. Very intelligently using 
sound and graphics to introduce 
visual and musical questions into the 
well-known trivia game, TP mixes 
golden oldies from the original board 
game with new, up-to-date trivia, 
including some brainteasers from the 
computer world. Careful byte-crunching 
packs in an impressive load of questions 
but there’s a second cassette with new 
sets if you run out. Domark promises 
extra packs - Baby Boomer, Silver 
Screen etc - and there are lots of extra 
touches which, if anything, make the 
computer version superior. You can get 
statistics on all the players’ scores, 
broken down category by category, a 
little animation sequence when the 
resident egg-head asks the questions (he 
even turns the light out to show you 
slides) and the facility to add players in 
the middle of a game. It’s an absolutely 
brilliant translation from the board - 
guaranteed to get the most anti- 
computerish relatives round the table 
after Christmas dinner. 
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Fergus McNeill of Boggit fame teams 

up with new outfit Piranha for a 

characteristically crazed version of Ter¬ 

ry Pratchett’s spoof fantasy novel, The 
Colour of Magic. Having risen to fame 

writing adventures on the Quill system, 

Fergus has a new adventure-writing 

program to play with. The resulting tale 

of oppressed dragons, mad barbarians, 

flat-earth turtles „and the awesomely 

indestructible sentient luggage should 

be the funniest thing on the market this 

Christmas. 

More demanding on the mind but 
equally fascinating is CRL’s 3D 

Game Maker which allows you to program 
Knight Lore-type games of your own 
design. In case you weren’t around then, 
we’re talking about those 3D games with 
one room per screen where you trundle 
your character about dodging sliding 
blocks, picking up objects and rearranging 
the furniture to gain access to... yes, the next 
3D problem. It’s less than two years since 
Knight Lore took the world by storm. Now 
you can do it all for yourself. Is nothing 
sacred? 

R i ncew 1 nd stood oats t tie the 
"Broken Drum ' a rather sleezy 
tavern, on a busy street; running 
f ron north To south through the 
tHist C e of- An kb - Dor pork. 

TwofC ower 
into view 

and The Luggage cane 

M M , sai d a voi ce, heavy as 



I ike Singleton writes the 
l most intricate games 

yoh’re ever likely to see on a 
Sp ^ctrum and Dark Sceptre, his 
latest, is being published by 
Beyond. You control a small army 
of :haracters, who must be moved 
aroutfd a medium-sized island 
fig iting and outwitting the evil 
sh< dowlords. That translates to 
ab )ut 4000 screens of brilliant 
mi lti-coloured action with larger- 
thc n-life figures moving across 
the m. Strategic in nature rather 
thi n pure zap, Dark Sceptre has to 
be the thinking gamer’s choice for 
Christmas. 



Bj| ood ideas are often 
^1^ worth repeating. 
Sometimes it’s very tempting 
to do a sequel of a successful 
game but such efforts are 
almost never better. Hacker 
U from Activision’s is an 
honourable exception. Forget 
the crass ‘good guys against 
the Commies’ junk - which 
involves getting secret US 
documents out of a fortress in 
Siberia - and concentrate on 
the devious gameplay. The 
screen is split into four 
simultaneous displays as you 
guide your remote-controlled 
spy robots through the 
intricate security networks of 
the Siberian labyrinth. 

SEEING IT DOUBLE 
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T 
his year everybody wants to 

JKm do medaeval games. There are 
four main contenders so far: Druid 
from Firebird, Dandy-‘the precursor 
to Gauntlet from Electric Dreams, 
Avenger from Gremlin and Gauntlet 
itself from US Gold. Alas, this last 
looks like being the last to be 
released. Gauntlet's an arcade game 
where up to four players bomb 
around co-operatively (more or less) 
to gang up on the monsters, level 
after level, each player getting 
special abilities. The computer 
version is scaled down to two 
players, but you can also play solo. 
Right now Dandy looks to have the 
edge over Gauntlet, but Druid runs it 
pretty close. Try and get a look at 
both before you buy. there'll be a 
real battle between these two! 
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imulation buffs will reckon TT 
Racer is The Buzziness! It’s an 

authentic realisation of Grand Prix 
motorcycle racing. Twelve.tracks and fifteen 
other riders to beat. The controls feel just 
right, and if you get a little bored chasing 
round and round the same track, you can’t 
complain: that’s what simulations are all 
about. Digital are the princes of simulation 
programming on the Spectrum, and TT 
Racer has been two years in the writing. 
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